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Bills  Words... 


What  lesson  shall  I  impart  to  you  this  time? 

How  about  this:  Keep  with  it.  Or  get  a  move  on.  Whichever  works  for  you... 

Now  this  could  refer  to  any  number  of  things,  but  right  now,  it  means  that  you  make  your 
days  count  for  something.  If  you’ve  been  putting  something  off  that  you  should  be  doing,  make  a 
plan  and  do  it.  If  it’s  just  something  as  simple  as  painting  the  fence,  then  do  it.  If  it’s  writing 
your  term  paper,  then  write  the  thing.  Working  on  a  novel?  Write  it.  And  so  on,  and  so  on.  The 
things  in  our  lives  will  be  there  and  need  to  he  attended  to,  even  if  it’s  the  creative  impulse. 

Charities?  Good  works?  Do  them.  The  more  you  add  to  some  benevolent  venture,  the  less  the 
load  on  others.  There  is  always  going  to  be  a  need,  so  help  fill  it. 

•  The  Blue  Line  Pro  Sketch  Card  for  Cancer. 

•  The  Hero  Initiative. 

•  The  Comic  Book  Legal  Defense  Fund. 

There  are  things  to  do  and  you  can  help,  by  actually  doing  the  good  works  yourself  or  lending 
your  support  or  even  spreading  the  word.  Everyone  has  a  talent  for  something  and  maybe  you 
just  haven't  found  yours  yet  It’s  there;  you  just  have  to  look. 

Today  is  a  new  day  and  you  have  the  opportunity  right  now  to  start  fresh.  Get  going.  This  is 
your  wake-up  call.  Nobody’s  going  to  beg  you,  but  there  are  a  lot  of  folks  who  will  encourage  you. 
You  have  to  take  that  first  step.  Make  a  list  and  check  the  things  off  one  by  one.. .you  can  do  it. 

Wake  up.  Sleep  time  is  over,  my  friends.  Have  a  good  one.  Get  some  things  done  and  have 
some  fun  doing  it. 

Make  your  days  count. 
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HEROES  TO  SUPERHEROES 

by  Bill  Nichols 

I  remember  a  long  time  ago  seeing  a  comic  book  thing  called  Thieves’  World.  I  had  been  a  big 
(BIG)  fan  of  the  series  of  novels  where  a  group  of  authors  all  played  in  the  same  city.  There's 
something  about  the  idea  of  collaboration  that  resonated  with  me  when  I  was  in  Apa-5  (and 
after)  and  it  seems  to  have  also  done  the  same  throughout  Tim  Sale's  career.  Lord  knows  I’d 
love  to  team  up  with  him;  he's  just  that  good! 

Enjoy  the  interview.  I  did. 


Sketch:  Can  you  tell  me 
what  you  have  on  your  draw¬ 
ing  table  right  now,  Tim? 
Tim:  Well,  there  are  always 
copies  of  inspirational  art  by 
other  fantastic  comics  artists 
I  admire.  There  is  a 
Steranko  Chandler  piece  as 
well  as  a  page  of  his  from  the 
fantastic  and  ground-breaking 
At  the  Stroke  of  Midnight 
story  he  did  for  Tower  of 
Shadows,  a  Milton  Caniff 
Christmas  illustration  depict¬ 
ing  a  Tibetan  setting,  the  great 
Beraie  Wrightson  advertise¬ 
ment  he  did  for  the  early  70’s 
DC  adaptation  of  The 


Shadow,  and  the  unbelievably 
cool  single-page  of  vignettes 
that  Frank  Frazetta  did  for 
Creepy  magazine,  depicting 
various  horrifying  animals 
that  humans  were  reported  to 
morph  into  in  various  legends 
from  around  the  world.  All 
works  of  art  that  inspire  me 
consistently.Oh!  And  the 
splash  page  to  Jack  Davis’ 

The  Betsy,  from  EC’s  Two- 
Fisted  Tales. 

Sketch:  Is  there  anything  you 
would  rather  be  doing?  Or 
would  you  say  that  you  are 
doing  it? 


Tim:  I  would  rather  be  cook¬ 
ing  or  watching  TV  with  my 
gal,  but  if  you  mean  what 
work  would  I  rather  be  doing, 
then  that’s  a  much  harder 
question,  and  challenging.  I 
am  at  a  place  in  my  life  and 
career  where  I  am  looking  for 
the  next  path  that  inspires  me. 
Something  more  that  the  next 
story  or  series,  something 
that  gets  my  artistic  juices 
flowing  in  the  way  that  they 
were  when  Jeph  Loeb  and  I 
were  really  cooking  in  the 
1990’s.  Jeph  is  a  very  power- 
fill  force  to  collaborate  with, 
and  I  am  now  looking  for  the 


Interview 


Pellejero.  Jean  Giraud, 


thing  that  will  take  that  place, 
creatively.  I  am  extremely 
fortunate  to  be  able  to  make  a 
living  through  various  ways  in 
art  in  the  meantime,  but  I  am 
casting  about  a  bit  for  the 
next  lightning  strike  .There  are 
a  few  things  that  are  coming 
up,  though. 

Sketch:  Your  style  is  very 
much  yours,  I  think.  What 
are  some  of  your  influences? 
Tim:  So  many!  In  comics,  the 
biggies  are  Alex  Toth,  John 
Buscema.  Jim  Steranko. 

Neal  Adams.  Ruben 


Juanjo  Guarnido.  Jack 
Kirby.  Marie  Severin,  David 
Mazzuccelli,  and  Jaime 
Hernandez.  There  are  many 
other  artists  in  comics  that  I 
admire,  but  I  am  not  sure  if 
they  have  influenced  me, 
artists  such  as  James  Jean. 
Mark  Chiarello,  Dave 
Johnson.  Mike  Mignola  and 
Michael  Golden.  Active 
Images  has  done  a  book  on 
my  career  in  which  I  talk 
more  in  depth  about  the  work 
that  has  influenced  me,  called 
Tim  Sale:  Black  and  White, 


(was  that  shameless?  Soriy) 
but  for  now,  that's  what  I 
got.Really,  there  are  too  many 
to  mention,  although  I  can 
spend  days  just  talking  about 
the  things  that  I  admire  in  the 
work  of  others;  it’s  just  so 
exciting  to  see  the  talent  on 
display  all  around  us.  To 
look  closely  at  the  choices  and 
craft  in  illustration  is  end¬ 
lessly  interesting  to  me. 

In  the  last  10  years  or  so  I 
have  been  educated  to  the  art 
of  American  illustrators  from 
the  1930’s  through  the  1960’s, 
and  it  has  had  a  major  impact 
on  how  I  approach  my  work. 

Sketch:  You’ve  worked  a  lot 
with  Jeph  Loeb.  Is  there 
anybody  else  you  might  want 
to  collaborate  with? 

Tim:  This  is  an  ongoing 
question  for  me,  as  I  have 
been  under  Jeph's  wing  for  so 
long,  and  we  have  had  such  an 
amazingly  symbiotic  creative 
relationship.  I  have  recently, 
as  I  sit  here  in  early  2008, 
ended  a  Superman  storyline 
with  the  fantastically  gifted 
Darwyn  Cooke,  a  six-issue 
mini-series  called  Kryptonite 
for  the  Superman  Confiden¬ 
tial  title.  I  bow  to  no  one  in 
my  admiration  for  Darwyn's 
talent  and  ability,  and  I  love 
him  and  his  belief  in  comics 
and  what  art  and  work  should 
be.  His  New  Frontier  story 
was  the  last  work  that  I 
showed  my  non- comics 
friends  and  said,  “Look  at 
this!  Isn’t  this  great?!",  and  it 
is  the  first  work  that  I  ever 
wrote  fan  mail  to.  If  you  ask 
me  —  and  you  did,  right?  — 
who  I'd  want  to  collaborate 
with,  though,  here’s  the  thing: 


Incei-view 
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a  great  writer  does  not  neces¬ 
sarily  make  a  great  collabora¬ 
tor,  and  that  is  just  the  nature 
of  creativity  and  collabora¬ 
tion.  So  I  am  not  sure  who  I 
would  like  to  work  with. 

Many  of  the  most  talented 
writers  in  comics  are  very 
controlling  in  the  scripts  they 
write,  and  I  completely  under¬ 
stand  where  they  are  coming 
from.  They  work  hard  to 
craft  and  create  a  page  and  a 
rhythm  that  fits  their  scripts, 
and  that's  fine.  We  now  live  in 
an  age  of  the  super-star  writer 
in  comics,  when,  for  the  first 
time  in  my  memory,  there  are 
at  least  a  half-dozen  writers 
who  can  sell  a  comic  on  their 
name  alone.  That  is  a  new 
thing,  and  it  understandably 


tells  a  writer  that  what  he  or 
she  wants  to  do  on  a  page  or 
a  sequence  or  a  comic  is  of 
primary  importance.For  me, 

I  need  to  have  more  involve¬ 
ment,  and  so  it  has  been 
hard  to  find  someone  to 
work  with,  at  least  at  the 
beginning.Having  said  that,  I 
have  been  going  back  to  my 
roots,  as  it  were,  and  Matt 
Wagner  has  been  talking  in 
the  last  few  months  about  a 
licensed  project  that,  if  it 
comes  through,  will  be  one  of 
the  highlights,  ambition- wise, 
of  my  career.  So  there! 

Sketch:  What  would  you  say 
is  the  best  thing  about  the 
process  of  creating  comics  for 
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Sketch:  What  things  spark 
your  imagination,  Tim?  What 
inspires  you? 

Tim:  Life  Inspires  me,  but  I 
find  that  most  often  it  is  other 
people’s  art  and  interpreta¬ 
tions  creatively  that  inspire 
me.  And  it  works  back  and 
forth  —  for  instance,  beautiful 
women  inspire  me,  but  an 
Adam  Hughes'  drawing  of  a 
beautiful  woman  makes 
something  else  altogether 
click  in  me.. .and  then  I  will 
look  at  women  in  real  life, 
their  shapes,  their  hair,  their 


eyes,  the  body  language  and 
attitude,  differently. 

Sketch:  What  else  would 
you  like  to  tackle?  Are  there 
any  characters  come  to 
mind?  Are  there  any  charac¬ 
ters  left? 

Tim:  No  specific  characters, 
no.  There  are  many  that 
would  be  fun,  but  none  spe¬ 
cifically,  and  I  am  feeling  like 
I  want  to  explore  a  different, 
creator-owned  direction  pretty 
soon,  possibly.  1  love  the 
licensed  characters,  but  that’s 
what  I’m  thinking  recently. 


Sketch:  So,  what’s  your  day 
like?  Is  it  a  tight  schedule  or 
something  more  loose? 

Tim:  It’s  pretty  loose  (laughs). 
I  used  to  be  more  disciplined. 
I  still  draw  at  least  4-5  hours 
a  day,  but  it  used  to  be  often 
double  that. 

Sketch:  What  are  some  of  the 
tools  you  use?  Any  particular 
brands  you  prefer? 

Tim:  Ultimately  it  so  often  is 
a  matter  of  personal  prefer¬ 
ence,  and  everyone  needs  to 
decide  what’s  right  for  them¬ 
selves,  but  here’s  what  I  have 


then  shifting  again  to  how  I 


come  to  for  me:-  Wlnsor  & 
Newton  Series  7  brush,  #4- 
Pellkan  drawing  ink-  Faber- 
Castel  Pitt  artist  pen  (felt  tip), 
#S-  kneaded  eraser-  Quicker- 
Clicker  mechanical  pencil, 
with  HB  lead  (for  comics)- 
Prisamacolor  Woodless 
Graphite  #4B  pencil  (for 
sketching) 

Sketch:  I  would  like  to  know 
how  you  approach  a  page,  or 
even  a  whole  story. 

Tim:  That  depends  so  much 
on  what  the  writer  gives  me, 
but  I  know  that  the  first  thing 
I  do  with  any  script  Is  to 
determine  what  Is  the  best 
approach  to  serve  the  story. 
Theoretically  there  is  a  reason 
the  writer  and  I,  specifically, 
are  working  on  this  story,  and 
so  we  figure  out  what  it  Is  that 
we  each  have  that  can  serve 
the  story  the  best.  If  I  come 
in  late,  or  at  a  different  point 
in  the  process,  or  if  the  writer 
and  I  haven't  been  partners  in 
the  Inspiration  and  shaping  of 
the  project,  then  I  have  a  more 
limited  approach  overall,  but 
the  one  that  I  employ  on  any 
specific  page  Is  still  one  that  I 
would  use,  even  If  I  have  been 
more  involved.If  the  story  is 
dark,  or  Is  light,  or  is  tragic, 
or  Is  cynical  or  is  mythic  or 
patriotic,  all  those  themes 
suggest  an  approach  to  me, 
and  I  am  an  artist  that  enjoys 
—  needs  to,  really  —  shift  my 
artistic  approach  for  each 
story  I  want  to  tell.  The 
easiest  and  clearest  example 
of  that  is  the  difference  be¬ 
tween  my  approach  to  Super¬ 
man  For  All  Seasons,  right 
after  I  came  off  of  Batman: 
The  Long  Halloween,  and 


approached  Batman:  Dark 
Victory.  Each  story  dictated 
that  there  be  a  different  tech¬ 
nique  used,  and  that  in  turn 
inspired  me  all  along  the  way 
because  I  wasn't  bored  and 
feeling  locked  in  to  a  personal 
way  of  drawing  that  I  must 
not  deviate  from.I  decide  on  a 
visual  focal  point  for  each 
page.  My  theory  is  that  as 
someone  flips  through  a  book 
that  they  should  always  be 
able  to  find  something  that 
catches  their  eye.  The  easiest 
way  to  do  that  is  to  have  one 
panel  on  each  page  be  much 


larger  than  the  rest,  and  I  do 
that  a  great  deal  —  once  you 
look  for  that  moment  to 
highlight,  it  is  surprising  how 
easy  It  Is  to  find,  for  the  most 
part.  Sometimes  there  are 
pages  that  the  writer  will  want 
to  set  up  in  a  very  uniform 
way,  like  a  whole  page  of 
close-ups  on  a  9-panel  grid, 
for  an  effect,  but  that  Is  most 
often  to  set  up  a  big  payoff  in 
a  splashy  moment  when  you 
turn  the  page. 

Sketch:  How  do  you  Jeel 
about  art  school  and  formal 
training? 


Tim:  I  think  it's  great!  Never 
hurts,  and  is  often  beneficial. 
Not  always  needed,  though. 
There  are  many  great  art 
schools  around,  and  as  we 
delve  further  into  the  digital 
era,  it  is  easier  to  Imagine  the 
advantages  of  schooling.  I’m 
considering  it  myself;  there  Is 
an  excellent  art  school  near 
me  that  I  think  could  offer  me 


Sketch:  Do  you  have  favorite 
titles  or  creators  that  you 
follow? 

Tim:  I  actually  get  to  the 
comics  store  very  Infrequently, 
so  the  things  that  inspire  me 
tend  to  be  film  and  old  illus¬ 
tration  from  the  mid  20th 
century,  but  there  are  creators 
that  turn  me  on  tremendously, 
like  Loeb.  Darwyn,  Marcos 
Martin.  Niko  Henrichon. 


Juanjo  Guarnido.  and  Mark 
Chiarelloo.  now  that  he  is 
finding  time  to  create  art 
more  frequently.  His  book  on 
the  Negro  Leagues  of  baseball 
was  extraordinary,  and  every¬ 
one  owes  it  to  themselves  to 
check  it  out. 

Sketch:  The  question  is:  a 
full  script  or  a  plot:  how  do 
you  like  to  work? 

Tim:  Depends,  but  what  I  like 
best  is  a  full  script  that  calls 
for  few  panels  on  a  page  — 
like  maybe  three  —  so  that  I 
can  consider  it  almost  a  plot 
that  I  can  manipulate  on  my 
own.  If  the  writer  and  1  are 
working  well  together,  I  will 
know  how  best  to  tell  the 
story  we  want  to  tell,  how  best 
to  use  my  pictures  to  show¬ 
case  the  story  that  we  both 

leaves  me  with  that  room,  that 


is  what  I  like  best,  and  I  think 
that  is  what  takes  the  most 
advantage  of  what  I  have  to 
offer. 

Sketch:  How  do  you  feel 
about  Inking? 

Tim:  Love  it!  Why?  Love 
doing  it,  and  love  seeing  what 
other  people  do  as  well.  It’s 
becoming  a  lost  skill  in  these 
times,  which  would  make  me 
sadder  if  there  wasn’t  so 
much  incredible  digital  art 
happening. 

Sketch:  Do  you  still  have 
mentors  in  the  business  after 
all  this  time? 

Tim:  Mentors?  No,  I  suppose 
not.  There  are  people  in  the 
industry  that  have  been  so  in 
the  past,  that  are  not  so  any 
longer  and  that  is  regretful, 
but  I  am  a  big  boy  now.  What 
I  need  is  collaboration. 


» 


Sketch:  How  do  you  feel 
about  being  an  influence 
yourself? 

Tim:  I  imagine  I'd  love  it,  but 
I  don’t  see  it.  Show  me!  Fun! 

Sketch:  What’s  the  easiest 
part  of  all  this? 

Tim:  This  interview?  That  it’s 
on  computer  and  I  can  swear 
up  a  storm  and  you  will  have 
to  edit  it  out. 


Sketch:  The  hardest? 

Tim:  Oh,  wait,  did  you  not 
mean  this  interview?  You 
mean  a  career  as  a  comics 
artist? Well,  the  easiest  thing, 
and  the  best  and  most  amaz¬ 
ing  thing,  is  when  all  things 
are  clicking,  and  when  you 
feel  that  you  are  part  of  a 
group  that  is  excited  about 
doing  the  best  work  possible. 
When  you  and  your  pals  are 


together  doing  what  you  love, 
and  what  you  think  is  quality 
work  .The  worst  is  when  you 
don’t  have  any  of  that,  and  you 
are  just  trying  your  best  to 
grind  it  out  every  day. 

Sketch:  From  the  start  to  the 
finish,  how  much  does  a 
project  change  or  grow?  What 
influences  that? 

Tim:  That  differs  on  each 
project,  but  for  most  of  my 
career,  other  than  my  craft 


getting  better  during  the  time 
it  takes  to  complete  the  story, 
I  have  to  say  that  the  story 
that  was  in  our  heads  at  the 
beginning,  I  felt  was  realized 
at  the  end.  It’s  been  pretty 
remarkable. 

Sketch:  What  is  something 
you’d  like  to  share  about 
yourself  with  the  readers  of 
Sketch  Magazine? 

Tim:  Making  a  living  by  being 
creative  Is  a  blessing.  It  has 


its  own  specific  set  of  chal¬ 
lenges,  but  it  is  an  incredibly 
fulfilling  way  of  making  the 
most  out  of  life.Or  did  you 
mean  hobbies?  Like  that?  I 
love  dogs,  cooking  (and  eat¬ 
ing),  soccer,  and  women  that 
can  overcome  society’s  pres¬ 
sure  to  be  thin  and  love  their 
curves.  Thanks,  guys! 

Sketch:  Thank  you,  Tim! 
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How  to  Chase  Your  Dreams 

Without  Crashing  Into  Reality 

The  Universe  at  Your  Finger  Tips 

Thoughts  on  Scripting  Comic  Books 

by  Tom  Bierbaum 

Since  we  were  little  children,  we’ve  all  heard  people  say  that  if  you  pursue  your  dreams 
and  work  hard  enough,  anything  is  possible. 

And  while  I’m  not  here  to  say  that  isn’t  true,  I  do  want  to  talk  about  a  problem  Inherent 
in  that  message.  To  get  by  in  life,  you’ve  got  to  be  gainfully  employed,  and  for  every  single  job 
that  people  dream  about  having,  there  are  probably  thousands  of  people  dreaming  about  hav¬ 
ing  exactly  that  one  job.  And  at  the  same  time,  there  are  seemingly  an  infinite  number  of  jobs 
out  there  that  nobody’s  dreaming  about  having.  So  if  we  re  all  pursuing  our  dreams,  who  gets 
those  very  few  jobs  we're  all  dreaming  about  and  who  gets  those  jobs  nobody's  dreaming 
about? 

Comic  writing  certainly  falls  into  the  former  category  —  for  every  really  viable  job  writ¬ 
ing  comics,  there  are  probably  thousands  and  thousands  of  people  dreaming  of  holding  it. 

And  even  more  than  that,  your  dream  may  be  to  write  for  a  particular  company,  or  with  a 


Scripting  Comic  Books 


particular  artist  or  on  a  particular  title.  The 
odds  of  fulfilling  that  kind  of  very  specific 
dream  might  be  astronomical.  So  what  do 
you  do?  Keep  trying  and  trying  against  virtu¬ 
ally  Impossible  odds?  Give  up  on  the  dream? 
Either  way,  it  seems  like  pursuing  a  big 
dream  Is  really  just  a  way  to  set  yourself  up 

I'm  actually  probably  one  of  those  very 
rare  examples  of  somebody  who  got  to  realize 
about  as  specific  a  dream  as  you  could  have. 

I  grew  up  reading  DC’s  "Legion  of  Super- 
Heroes"  and  became  a  really  big  fan  of  the 
concept  when  I  was  about  16.  I  eventually  got 
the  chance  to  write  that  series  for  about  live 
years  in  the  late  1980s  and  early  1990s. 

But  my  good  fortune  in  realizing  that 
dream  had  more  to  do  with  luck  and  coinci¬ 
dence  than  amazing  talent  or  obsessive  pur¬ 
suit  of  my  dream.  And  if  anything,  I  think  I'm 
less  likely  than  most  people  to  encourage 
others  to  single-mindedly  follow  some  simi¬ 
lar  dream  of  their  own. 

I  think  there’s  a  better  way  to  dream, 
and  it's  a  way  that  can  help  you  in  all  aspects 
of  your  life. 

It’s  a  pretty  simple  concept  -  instead  of 
dreaming  about  doing  exactly  the  thing  you 
want  to  do,  dream  about  finding  symbiotic 
relationships  where  you  team  up  with  people 
who  really  like  what  you  have  to  offer  and 
who  have  to  offer  what  you're  really  looking 
for. 

Symbiosis  is  that  scientific  term  for 
species  that  manage  to  co-exist  in  ways  that 
benefit  both  species.  We  all  know  about 
predatory  relationships  between  species  - 
where  one  animal  literally  devours  another  — 
and  parasitic  relationships  -  where  one  ani¬ 


mal  lives  off  the  resources  of  another,  to  the 
detriment  of  the  host  species. 

A  lot  of  people  pursue  their  dreams  in 
a  predatory  or  parasitic  way.  They  see  who 
has  the  job  they  want  and  try  to  get  it  away 
from  them,  as  a  predator  would.  Or  they're 
just  hoping  to  get  some  dream  job  that’s  great 
for  them  and  aren’t  really  interested  in 
whether  or  not  it’s  a  good  situation  for  the 
employer  or  the  audience  -  they  don't  mind 
being  a  parasite  that  gets  what  it  wants  at  the 
expense  of  others. 

So  what  we're  talking  about  is  the 
difference  between  dreaming  about  doing 
exactly  what  you  want  to  do  in  comics  and 
dreaming  about  doing  something  that  really 
works  for  you,  your  employer  and  the  buying 

A  fairly  common  distinction  between 
people  who  wish  they  could  achieve  big  suc¬ 
cess  in  this  business  and  people  who  actually 
achieve  it  is  the  ability  to  be  outward-directed 
-  to  put  yourself  in  the  readers’  place  and 
really  be  driven  by  the  need  to  give  them  not 
what  you  feel  like  giving  them  but  what  works 
for  them.  Think  of  a  comedian  up  on  a  stage 
who  gets  very  definitive  feedback  when  he 
gives  the  audience  what  works  for  them  -  they 
laugh  -  as  opposed  to  when  he  gives  the 
audience  what  HE  thinks  is  funny  in  defiant 
contrast  to  what  the  audience  itself  thinks  is 
funny  -  they  don't  laugh. 

While  the  feedback  isn't  as  immediate 
or  definitive  in  comics,  the  dynamic  is  largely 
the  same.  If  you  feel  like  your  taste  is  the 
only  good  taste  and  it's  up  to  the  audience  to 
appreciate  what  you  want  to  give  them,  you're 
likely  to  end  up  being  the  unloved  comic-book 
equivalent  of  that  comedian  standing  up  on 
the  stage  getting  no  laughs. 
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This  doesn’t  mean  pander  or  be  predictable  or  formu¬ 
laic  or  repetitive  (none  of  which  is  what  the  audience  ever 
actually  wants),  it  means  that  you’ll  probably  get  further  if 
you’re  ultimately  more  interested  in  satisfying  your  audience 
than  your  own  impulses.  This  should  always  involve  you 
doing  inspired  work,  reaching  into  yourself  to  do  things  that 
truly  excite  you  as  a  creator.  It  should  always  involve  sur¬ 
prising  the  readers  and  taking  them  in  directions  they  never 
knew  would  satisfy  them  —  but  as  a  partner  who  gets  satis¬ 
faction.  Not  as  a  single-minded  auteur  imposing  your  vision 
on  the  reader,  but  as  a  creator  who  loves  to  connect  with  the 
reader. 

There’s  only  one  job  as  Legion  writer,  but  there  are 
dozens  of  jobs  for  writers  who  know  how  to  deliver  a  good, 
readable  comic-book  story  no  matter  what  the  concept  might 
be.  And  there  are  many,  many  other  jobs  for  people  who 
like  getting  paid  to  write  all  kinds  of  things  that  communi¬ 
cate  effectively  and  meet  the  needs  of  an  audience. 

So  identify  what  it  is  about  your  ultimate  dream  that 
makes  it  right  for  you  and  find  ways  to  inject  some  of  those 
elements  into  the  assignments  you  get  along  the  way.  With 
the  Legion,  for  example,  I  liked  the  large  cast,  the  diversity 
of  characters  and  the  strong  message  of  optimism  and  hope 
for  the  future  the  Legion  embodied,  and  have  often  tried  to 
include  those  kind  of  elements  in  other  projects  I’ve  been 
involved  in. 

In  my  case,  the  fact  that  I  dreamt  not  of  writing  the 
Legion  but  of  doing  comics  that  embodied  what  I  liked 
about  the  Legion  may  have  helped  get  me  that  dream-come- 
true  assignment  of  actually  writing  the  Legion.  If  my  wife 
and  I  had  been  specifically  and  aggressively  pursuing  the 
Legion  assignment  itself,  we  might  have  looked  too  fannish 
and  ambitious  and  scared  off  the  people  who  ultimately 
hired  us.  (As  it  was,  we  fought  a  lot  of  prejudice  among 
people  who  saw  us  as  nothing  more  than  Legion  fans  trying 
to  write,  rather  than  “real  writers,”  which  was  something 
beyond  our  control,  so  we  didn't  worry  about  it  and  just 
tried  to  do  good  work  and  prove  those  people  wrong.) 

This  way  of  looking  at  your  creative  ambitions  is 
something  that  can  help  you  in  virtually  all  aspects  of  your 
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life  -  your  job,  your  love  life,  how  you  deal 
with  your  family  and  friends  and  just  about 
anything  else  that  matters  —  you  can  either 
look  at  life  as  a  test  of  your  ability  to  grab 
what  you  want  by  imposing  your  will  on  other 
people  —  we’ll  call  this  the  aggressive  ap¬ 
proach  —  or  you  can  look  at  life  as  a  search 
for  relationships  where  what  you  have  to 
offer  is  what  your  partner  wants  and  what 
your  partner  has  to  offer  is  what  you  want  - 
we’ll  call  this  the  cooperative  approach. 

The  aggressive  approach  revolves 
around  the  assertion  of  power  and  it  puts 
people  in  conflict  with  each  other  to  grab  the 
good  stuff  and  stick  other  people  with  the  bad 
stuff.  The  cooperative  approach  creates 
situations  where  everybody  benefits  and 
everybody  decides  for  themselves  what  they 
want  and  how  to  get  it,  as  long  as  they  can 
find  the  right  mutually  beneficial  relation¬ 
ships  to  make  it  possible. 

My  observation  is  that  people  who  use 
the  aggressive  approach  can  be,  in  very  small 
percentages,  successful,  but  those  few  suc¬ 
cesses  spread  resentment  and  unhappiness 
wherever  they  go.  And  the  vast  majority  in 
the  aggressive  camp  do  not  meet  with  success 
and  instead  spend  their  lives  moving  from 
conflict  to  conflict  and  feeling  disappointment 
and  shame  that  they  weren't  somehow  macho 
enough  to  impose  their  will  on  the  world  and 
get  what  they  wanted. 

I’m  not  sure  people  who  use  the  coop¬ 
erative  approach  are  necessarily  more  suc¬ 
cessful  than  people  who  use  the  aggressive 
approach,  but  they  sure  seem  to  get  through 
life  with  fewer  conflicts  and  they  look  like 
they're  happier  because  of  it. 

As  a  side  note,  I  think  this  is  a  great 
way  to  define  the  "good  guys”  and  the  “bad 


guys”  in  any  comic-book  universe  you’re 
depicting.  There's  a  genuine  and  important 
conflict  in  the  real  world  between  those  who 
seek  to  impose  their  will  on  the  world  and 
those  who  seek  to  protect  everyone's  right  to 
pursue  their  own  lives  as  they  see  fit  and  get 
what  they  want  out  of  life  through  cooperative, 
mutually  beneficial  arrangements. 

And  here’s  a  real-world  example  of  how 
the  cooperative  approach  can  help  you  deal 
with  the  comic-book  business  as  it  actually 
exists.  I  remember  talking  with  a  promising 
young  writer  who'd  done  a  lot  of  work  for  a 
seemingly  very  professional  company  at  a 
certain  page  rate,  only  to  find  out  later  on  that 
he  was  being  paid  woefully  less  than  the  going 
rate  at  any  of  the  top  comic-book  companies. 
This  writer  felt  some  resentment,  as  if  it  was 
a  mistake  to  give  away  his  work  at  such  an 

But  honestly,  taking  that  low-paying  job 
was,  at  that  time,  a  mutually  beneficial  rela¬ 
tionship.  Yes,  you  were  getting  underpaid  by 
industry  standards,  but  you  were  also  getting 
experience,  exposure,  a  credit  and  the  chance 
to  make  connections.  It  worked  for  you  and  it 
worked  for  your  penny-pinching  employer. 

And  then  the  minute  the  bigger  companies 
start  seeing  that  it's  in  their  interest  to  hire 
you  and  give  you  those  bigger  page  rates,  do 
it.  Both  sides  will  be  benefiting  and  it  will  be 
thanks  to  what  you  got  out  of  that  earlier 
lesser-paying  job  where  you  were  meeting 
another  company’s  different  set  of  needs. 

It's  an  example  of  how  you  never  know 
when  and  where  your  dreams  might  be  fill- 
filled,  and  of  how  getting  little  pieces  of 
dream-fulfillment  along  the  way  is  part  of 
what  can  make  it  happen. 
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You  know,  the  person  who  invented  the  wheel  probably  just  rolled  it  up  to  the  village  and 
amazed  everyone  there.  And  when  those  people  described  that  event  in  later  years,  more  than  a 
couple  "Witnesses  of  the  Wheel"  probably  remarked  on  a  universal  trait  of  human  behavior, 
that  being;  “When  we  saw  Og  roll  that  newfangled  wheel  into  the  village,  Og  sure  looked  like  he 
knew  what  he  was  doing.” 

Now,  I  don’t  know  if  Og  invented  the  wheel,  or  if  it  was  Og's  sister,  but  whoever  did,  they 
probably  looked  like  they  knew  what  they  were  doing.  When  people  make  things  or  use  tools, 
they  develop  familiarity  with  the  things  they  make  or  use  on  a  regular  basis.  They  look  very 
much  at  ease  around  those  things  that  might  seem  very  alien  to  other  people. 

So,  draw  them  that  way. 

If  a  character  is  unfamiliar  with  a  car  them  make  sure  you  put  unease  into  the  body 
language  of  that  character  and  vice  versa.  A  New  York  City  cab  driver  is  probably  going  to  look 
life  the  shift  change  can’t  roll  around  on  the  clock  too  soon  with  the  actual  driving  of  the  cab 
appearing  as  second  nature.  It’s  the  time  clock  that’s  important;  the  Mets  have  a  home  game, 
you  know. 

When  we  first  picked  up  a  power  tool  in  shop  class,  few  can  deny  that  it  looked  like  we 
were  picking  up  a  rattlesnake.  And  then  there  are  those  who  really  can  pick  up  rattlesnakes  and 
make  it  look  as  though  they  are  handling  just  another  power  tool.  Go  figure. 
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If  you  are  going  to  draw  characters  convincingly,  then  convince  the  reader 
that  your  characters  know  what  they  are  doing.  Animate  them  without  making 
them  look  as  if  they  are  going  to  tear  a  muscle  pouring  a  cup  of  coffee.  Pouring  £ 
cup  of  coffee  might  be  an  action,  but  generally  that  particular  action  does  not 
require  an  action  pose. 
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For  Instance,  I  have  convinced  myself  that  the  Egyp¬ 
tians  moved  stone  blocks  to  their  construction  sites  by 
simply  building  wheels  around  them  and  then  just  rolling  the 
blocks  to  site,  like  rolling  around  barrels. 

Note  Figure  2  from  my,  uh,  well,  notes... If  I'm  going  to 
illustrate  this  notion  in  a  comics  story  then  I  had  better 
understand  how  it  works,  right?  Then  1  can  draw  the 
character’s  understanding  from  my  own.  A  little  method 
drawing,  I  suppose. 
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Note: 

The  Egyptians  probably  took  it  for  granted  that  people  would 
know  that  moving  blocks  to  site  would  be  done  in  the  most 
simple  fashion  and  would  illustrate  the  blocks  in  hieroglyphics 
rather  than  method.  Don’t  show  wheel  form  moving  to  the  site 
show  the  blocks  inside  them. 
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In  Figure  3,  the  characters  are  Interacting  with  each  other  over  the  subject  of  the 
block.  The  stonecutter  wants  to  get  It  approved  by  the  inspector.  Now,  the  Inspector  has 
an  important  job  but  he’s  probably  inspected  thousands  of  blocks,  I  have  to  find  a 
balance  between  professional  diligence  and  bored  automatic  performance.  Sleepy-eyed 
banter  helps  give  them  the  appearance  of  familiarity  with  their  daily  tasks.  The  charac¬ 
ters  don’t  move  about  hysterically,  but  carry  out  their  tasks  with  economy  of  action. 


illustration 


Ld  d°ProbaWy  old\™  to^os^^T^ey  more'tharflikely  would  get  a  huge  la 
n  man's  inability  to  figure  out  how  they  built  the  pyramids. 
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If  the  characters  in  your  story  have  something  to  do,  then  let  them  do 
like  they’ve  done  it  before... 

Remember,  there’s  more  than  one  pyramid  in  Egypt.  Someone  must 
have  known  what  they  were  doing. 
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Interview 


Mr.  Blanky  Cranky  Bones 

“Barbara  Kesel  and  Caleb  Prnchnow” 


by  Bill  Nichols 


Courtesy  of  Gary  Barker,  1  was  alerted  to  the  collaboration  on  a  childrens  book  between  one  of  his  former  students  and  Barbara  Kesel.  I've  been  trying  to 


Sketch:  What  can  you  tell  me  about  the  project? 
Barbara:  Mr.  Blanky  Cranky  Bones  is  our  dream 
project,  an  old-fashioned  picture  book  with  words 
that  are  fun  to  say  out  loud  and  illustrations  that 
live  up  to  the  quality  of  our  favorites. 

Sketch:  Okay,  so  give  our  readers  some  background 
on  you  (both).  Not  that  they  might  need  it. 

Barbara:  I’ve  been  writing  and  editing  comic  books 
since  the  Eighties.  I’ve  had  editorial  stints  at  DC, 
Dark  Horse,  and  staff  time  at  CrossGen.  In  between 
then  and  now.  I’ve  done  freelance  writing  and  editing. 
I  started  out  in  theater,  getting  my  BA  in  Drama 
from  Cal  Poly,  where  I  did  writing,  directing,  and 
costume  design.  When  the  opportunity  to  go  work  for 
DC  Comics  came  up  (after  I  didn’t  get  kidnapped— 
long  story),  I  was  originally  thinking  that  I’d  end  up 
doing  something  in  theater  on  the  side.  I  ended  up 
spending  my  spare  time  writing  comics  instead. 
Caleb:  I  was  educated  at  the  Joe  Kubert  School  in 
Dover,  N  J  and  received  my  BFA  from  the  Ringling 
College  of  Art  and  Design.  After  graduation,  I 
started  doing  design  and  illustration  work  for 
Disney,  Universal  Studios,  Nascar,  Ron  Jon  Surf 


Shop  and  many  other  large  corporations.  I’m  a 
fulltime  freelance  artist,  and  love  what  I  do. 

Sketch:  How  did  you  manage  to  team  up  on  this 
project? 

Barbara:  I  have  always  loved  the  work  of  children’s 
book  illustrators  from  the  turn  of  the  last  century, 
and  I’d  always  wanted  to  work  on  a  book  of  that  type, 
but  I  don’t  have  the  kind  of  art  skills  to  produce  the 
quality  of  illustration  I  was  after.  At  the  Orlando  Con 
in  2006, 1  saw  the  work  of  a  phenomenal  young  artist 
with  a  portfolio  that  showed  incredible  range.  So  I 
asked  him  if  he’d  ever  considered  illustrating  a 
picture  book,  and  his  face  lit  up. 

Caleb:  I  remember  Barbara  coming  up  to  my  table  in 
artist  alley.  She  asked  me  if  I  would  want  to  work  on 
a  children’s  book  with  her,  and  I  became  so  excited 
that  I  forgot  to  get  any  of  her  contact  information. 
After  the  convention,  I  was  talking  with  my  wife  about 
the  possibility  of  Barbara  and  I  working  together  and 
realized  that  I  didn’t  have  any  way  to  get  a  hold  of  her. 
I  thought,  “oh  well,  I  guess  that  I  blew  that  opportu¬ 
nity.”  But,  about  six  months  later,  I  was  relieved  to 
get  an  e-mail  from  Barbara  asking  if  I  was  still 
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matic  turn  in  the  middle  didn’t  come  to  me  until  a  da 
spent  wandering  around  the  grounds  at  Bok  Tower, 
where  the  wind  made  the  leaves  dance. . .  and  then  we 
had  a  ghost  story. 

Caleb:  My  workday  usually  begins  at  6:30  A.M.  I 
read  for  about  15  minutes  or  so  before  diving  into  mj 
artwork.  Once  I’m  ready  to  get  to  work  on  Mr. 
Blanky  Cranky  Bones,  I  pace  around  my  studio 
reading  Barbara’s  writing  out  loud.  I  usually  stand  1 
front  of  my  body-length  mirror  and  act  out  whatever 
scene  I’m  about  to  start  illustrating.  My  original 
thumbnail  sketches  are  usually  pretty  rough.  I  doub 
that  anyone  could  make  much  sense  of  them.  But 

out  my  sketches. 

I  spend  a  lot  of  time  on  my  layouts.  It  takes  me  20  t< 
40  hours  to  take  my  rough  pencils  to  a  finished 
illustration.  I  want  to  make  sure  that  I  have  a  good 
solid  foundation  before  committing  myself  to  an 


(See  page  38 for  n 
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doing  the  comics  adaptation  for  the  upcoming  ani¬ 
mated  movie  IGOR  for  IDW.  The  second  volume  of 
Legends  of  the  Dark  Crystal  is  in  the  works  for 
Tokyopop,  where  I’m  also  doing  translation  rewrites 
and  some  adaptation  work.  I’ve  got  an  original  series 
gearing  up  as  part  of  The  Pack,  and  there’s  a  little 
book  manuscript  waiting  for  the  next  publishing 
phase  from  Actionopolis — The  White  Knight:  Line  of 
Avalon.  Ian  Feller  and  I  are  working  on  tag-team 
writing  a  scary  story.  I’m  story-editing  NTL  for  Josh 
Goldfarb  and  Darian  Barnes  of  TWilight  East.  I’ve 
taught  some  workshops  at  the  Art  Institute  of 
Tampa,  and  it’s  looking  like  I  might  be  teaching  some 
classes  there  later  this  year. 

Caleb:  At  present,  I  am  on  freelance  retainer  with  a 
sizeable  apparel  design  company.  The  assignments 
that  they  give  me  vary  from  week  to  week.  I  also  take 
other  freelance  jobs  as  they  come  to  me:  everything 
from  editorial  illustrations  to  comic  book  pin-ups/ 
covers.  The  remainder  of  my  time  has  been  spent  on 
“Mr.  Blanky  Cranky  Bones.” 

Sketch:  What  are  you  planning  for  the  future? 
Barbara:  More  of  the  same,  although  I’m  branching 
out  more  and  more  into  other  forms  of  writing 
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outside  comics.  I  suspect  I'll  be 
creating  some  sort  of  project  that 
combines  my  teaching  and  writing 
experiences.  I  can't  wait  for  The 
Pack  to  move  into  active  produc¬ 
tion  because  I'm  editing  a  number 
of  really  good  new  series  there. 
And,  of  course,  I'm  looking  for¬ 
ward  to  doing  another  story  for 
Caleb  to  illustrate. 

Caleb:  I  am  looking  forward  to 
working  on  more  children's  books. 
Eventually,  I  would  like  to  teach 
part-time  at  an  art  college.  I  have 
a  passion  for  concept  design  work 
as  well.  I  had  the  opportunity  to 
work  with  some  of  the  incredible 
talent  at  EA  Games  on  the  Super¬ 
man  Returns  video  game,  and  it 
whetted  my  appetite  for  creating 

Sketch:  Thanks.  I  hope  the  book 
is  a  great  success  for  you! 

Sketch:  Tell  us  how  you  approach 
the  drawing  of  an  illustration, 

Caleb:  My  process  work  changes, 
depending  on  the  style  of  the  piece 
that  I  am  working  on.  You  can  see 

that  I  have  a  wide  variety  of  styles. 
For  this  particular  illustration,  I 
began  by  playing  a  word  associa¬ 
tion  game  after  reading  the  page’s 
text.  I  would  pick  a  word  from  the 
stanza  and  write  down  synonyms 
or  any  random  word  that  popped 
into  my  head  while  reading  it.  For 
example,  if  the  verse  had  the  word 
“creek”  in  it,  I  might  come  up  with 
a  list  like:  stream,  bridge,  troll, 
billy  goat,  rain,  umbrella,  ocean, 
waves,  etc.  This  game  serves  as  a 
springboard  for  ideas.  I  have  read 
somewhere  that  a  good  Illustrator 
doesn't  just  illustrate  what  the 
author  writes,  but  instead,  they 
show  what  the  story  doesn’t  say.  I 
want  my  illustrations  to  bring 
something  new  to  Barbara's  story; 
something  that  can  be  looked  at 
again  and  again,  and  won't  loose 
its  impact  or  effectiveness  over 
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Mr.  Blanky  Cranky  Bones  Concept  Drawings: 

These  are  the  flrst/original  drawings  that  I  did  of  Mr. 
Blanky  Cranky  Bones.  Barbara  gave  me  a  lot  of  free¬ 
dom  when  coming  up  with  the  look  of  Mr.  Bones.  I 
wanted  to  design  an  expressive  face  that  would  be 
capable  of  conveying  a  wide  variety  of  emotions.  I  also 
wanted  Mr.  Bones  to  have  the  ability  to  both  frighten 
and  delight  younger  readers.  His  costume  had  to  fit 
with  the  time  period  of  the  story,  and  yet  have  a  unique 
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Batman: 


Illustration  by  Example 

by  Neil  Yokes 
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Now  here's  where  things  began  to  change.  Although  I  liked  the  two 
smaller  figures,  I  tried  a  few  variations.  The  leaping  Bats  became  a 
dramatically  uplit  shot  on  a  building  ledge,  cape  outstretched  like  wings. 
This  then  made  the  lower  left  high  angle  shot  of  him  look  “wrong”,  so  I 
came  up  with  a  Joker/Batman  confrontation  instead.  You  can’t  go  wrong 
with  one  of  the  greatest  comic  book  villains  ever.  (A  couple  roughs  of 
those  ideas  can  be  seen  below  the  piece.) 
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“The  Inkwell 

by  Bob  Almond 


Awards” 


Greetings  Inkwellers,  and  welcome  to  something  a  little 
different:  the  first  Inkwell  Awards'. 


Anyone  who’s  been  following  my  column  knows  that  I  have  been  doing  what  I  can  to  bring 
more  Information  about,  and  attention  to,  that  most  misunderstood,  (if  not  altogether  most 
disrespected),  craft,  comic  book  inking.  It  has  decades  of  history.  Worthy  artists  mastered  this 
skill  and  built  solid  reputations.  They  have  achieved  admiration  and  respect  in  the  Industry 
along  the  way,  but  their  work  usually  falls  below  the  radar. 

While  there  are  other  respected  awards  events  presently  running  in  the  industry  for  all  the 
various  aspects  of  comic  book  creativity,  including  inking,  I  have  been  disappointed  for  a  while 
that  the  debatably  top  tier  of  these.  The  Eisners,  decided  some  time  ago  to  not  list  a  specific 
Inker  category.  Instead!  They  combine  It  with  another  as  the  ‘penciler/lnker’  designation. 

I  wanted  to  introduce  an  award  system  targeted  specifically  for  the  inkers  themselves  so  we 
can  honor  our  own.  (Incidentally,  I  was  going  to  call  it  the  Inkblot  Awards  after  my  column  but 
Serge  LaPointe  of  the  Inkwell  mailing  list  suggested  the  Inkwell  Awards.  After  some  resistance  I 
realized  that  It  sounded  better.  And  the  Inkblots  sounded  too  similar  to  the  Inkpot  Awards  at 
Comic-con  International:  San  Diego.) 

This  event  is  open  for  voting  among  the  public  and  the  industry  Itself,  from  the  creators  to 
the  editors  to  the  retailers  and  readers.  I’d  like  It  to  be  as  simple  and  accessible  as  possible. 

So,  as  of  now  an  online  voting  option  is  posted  at  http://www.inkwellawards.com  and  you 
should  be  seeing  the  awards  announcement  with  links  posted  at  various  venues.  The  voting 
site  will  also  post  a  definition  of  what  the  (mysterious)  inker  does  and  even  a  reference  list  of 
creator  nominees  to  assist  In  considering  as  many  eligible  inkers  as  possible. 

The  rule  of  thumb  for  inker  status  eligibility  will  be  that  they  have  inked  more  work  in  then- 
career  than  penciled.  Please  feel  free  to  vote  for  every  category  or  only  those  you  feel  in¬ 
formed  enough  about  (some  are  more  ‘shop-centric’  for  the  creators).  Categories  not  specifying 
a  ‘retro’  or  ‘modern-age’  designation  are  open  to  any  eligible  inker.  Voting  is  effective  April  1st, 
2008  in  conjunction  with  this  very  column  and  it  will  run  until  May  30th.  Votes  will  subse¬ 
quently  be  tabulated  by  myself  and  a  committee  of  seven  consisting  of:  myself,  Tim  Townsend, 
Daniel  Best,  Mike  Marts.  Steve  McNiven,  Jimmy  Toumas.  and  Bill  Nichols.  Any  nominees  or 
votes  may  be  disqualified  if  eligibility  Is  in  doubt.  Committee  Inker  members  may  not  vote  for 
themselves  or  each  other  but  may  be  voted  for  on  the  ballot. 

Results  will  be  posted  online  at  The  Inkwell  Awards.com  site,  my  own  site,  an  upcoming 
Inkblots'  column  and  elsewhere.  Subsequently,  winners  will  receive  Inkwell  trophies. 


All  advertising  revenue  at  the  site  will  be  used  to  fund  the  awards  and  site  expenses.  Any 
surplus  to  this  will  be  donated  to  The  Hero  Initiative  (http://www.actorcomicfund.org/). 
Let’s  see  If  we  can  successfully  initiate  an  annual  tradition  from  this!  Special  thanks  to 

Mark  McKenna.  Dan  Panosian.  John  Beatty.  Ernie  Pelletier.  Blue  Line  Pro,  the  generous 
sponsors,  and  the  input  graciously  offered  from  my  fellow  brothers  of  The  Inkwell  Yahoo 
mailing  List:  http://groups.yahoo.com/group/the-inkwell/ 


SKETCH  CARD  SHOW  TO  BENEFIT  THE  AMERICAN  CANCER  SOCIETY 


200  ARTISTS,  OVER  1 200  CARDS! 

We  raised  close  to 

$8,000 

for  the 

American  Cancer 
Society! 

To  every  Artist  who  took  the  time 
and  illustrated  a  card  or  sent 
other  items  in  to  be  auctioned  to 
everyone  who  purchased  a  card. 

THANK  YOU 

Robert  W.  Hickey 

sending  in  cards. 

Go  to  WWW.COMICS2CARS.COM  or  SKETCHAAAGAZINE.NET  for  more 
information  and  details. 
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FANTASTIC  FOUR:  RISE  OF  THE  SILVER  SURFER 

ART  CONTEST  WINNERS 
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“WORDPRESS” 


With  the  cost  of  printing  and  the  difficulty  of 
distributing,  publishing  digitally  has  become  a  way  to 
take  your  ideas  and  create  a  greater  readership  and 
fanbase.  Many  people  believe  that  you  have  to  know  how 
to  design  websites  and  stuff  to  publish  on  the  Internet. 
That  isn’t  true.  It  does  help,  but  you  can  publish  on  the 
Internet  and  have  very  little  knowledge  of  html,  css  or 
php. 

I  was  recently  shown  software  that  will  let  you 
publish  your  comics  and  attach  a  blog  to  that  comic. 
Why  is  a  blog  so  important?  Well,  I’ve  recently  pub¬ 
lishing  Blood  and  Roses  on  the  web 
I  www.bloodandroses.comi ,  two  pages  of  the  Majestic 
work  and  one  page  of  all-new  art  and  story  each  week. 

With  some  promotions  I  was  able  to  get  up  to  a  few 
hundred  readers  a  week,  but  I  never  seemed  to  have  a 
connection  with  these  readers.  So  I  went  back  and 
did  some  more  research  and  found  that  comics  that 
have  a  daily  blog  attached  seem,  to  build  a  readership 
faster  and  larger  than  comics  that  don’t  have  a  blog.  I 
believe  that  readers  and  fans  want  some  kind  of 

With  that  in  mind  I  went  looking  for  some  software 
that  could  publish  comics  and  include  a  blog  and 
would  be  easy  to  use.  The  key  part  is  easy.  I  found 
WordPress  and  ComicPress. 

WordPress  is  a  blog-publishing  software  that  is  easy 
to  use  and  install.  It  offers  the  ability  to  modify  its 
look  using  templates.  I've  set  up  several  sites  so  far 
and  I  have  to  say  that  they  are  the  easiest  sites  that 
I’ve  ever  created. 


To  start  you’ll  need  to  download  the  software  to 
your  computer  and  unzip/extract  the  file.  Go  to  http:// 
WnrdPress.org/  and  click  on  the  download  button 
(bright  red  button)  located  on  the  upper  right-hand 
comer.  Click  on  the  download  for  WordPress  2.5. 1 
suggest  creating  a  folder  titled  WordPress  to  down¬ 
load  the  file  into. 

Now  that  you  have  the  .zip  file,  extract/unzip  the  file. 
It  should  create  a  folder  tided  “WordPress"  with 
several  directories  and  flies  inside.  You  will  see  a  file 
titled  readme.html.  This  file  opens  a  web  page  to  the 
step-by-step  instructions  for  settingup  the 
WordPress  page. 

Before  you  go  any  further  you  have  to  create  a 
mySQL  database.  This  is  very  easy  and  if  you  have 
access  to  your  domain  to  create  one,  then  do  so.  As 
you  create  your  database,  write  down  the  following: 
database  name,  user  name,  password  and  local  host. 
Ynu  may  have  to  create  three  of  the  four  items  that 
you  need,  but  always  write  them  down  because  you 
may  need  them  another  time. 

If  you  don’t  know  how  to  create  a  database,  you  can 
purchase  a  domain  and  have  a  provider  host  your 
site.  Ask  them  to  create  a  database  for  you.  Tell  them 
the  name  of  the  database,  a  username  and  a  pass¬ 
word.  Make  sure  to  have  them  email  or  fax  you  a  copy 
of  the  items;  you  will  have  to  have  this  information 
correct  to  move  forward  with  WordPress. 

See  side  bar  Jot  setting  up  a  database Jor  mySQL. 
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(Now  if  you  want  to  have  WordPress  host  your  blog, 
contact  them  and  they  will  set  up  your  blog  for  you  for 
a  minimum  fee.  Because  of  the  fact  you  publish  a  comic 
online  you’ll  need  to  create  an  archive  to  hold  all  the 
comics  that  have  been  published.  You’ll  have  to  pay  for 
storage.  So  in  the  long  term,  I  suggest  getting  your  own 
domain.  However,  if  you’re  only  creating  a  blog  with  no 
comic,  then  having  WordPress  host  your  site  is  fine.) 


Okay,  the  next  thing  you’ll  have  to  do  is  modify  a  small 
file  that  is  in  your  WordPress  directory  that  you 
unzipped/extracted.  It’s  titled  wp-conf  ig-sample  .php. 

You’ll  see  several  lines  of  code  but  the  only  lines  you’ll 
need  to  change  are  the  following.  And  the  good  thing  is 
you  have  all  the  information  already  from  when  you 
created  your  database. 


define ( 'DB_PASSWORD' , 


As  it  states  this  is  where  you  replace 
putyourdbnamehere  with  the  name  of  your  database. 
Be  sure  to  leave  the  ‘  ‘  around  your  name.  They  are  a 
part  of  the  program  language. 


Now  replace  usernamehere  with  your  username  that 
you  created  when  you  made  your  database. 

define ( ' DB_PAS SWORD ' , 

'yourpasswordhere ’ ) ;  / /  ...  and  password 
Replace  yourpasswordhere  with  the  password  you 
created. 


find.  On  my  control  panel  it’s  called  Host  Name.  I 
copy  it  from  the  control  panel  and  paste  it  in  so  I 
know  it’s  correct. 


Now  save  the  file  as  wp-config.php. 

Tip:  Your  word  processor  may  add  a  .txt  or  .doc 
after  the  file  name.  Make  sure  you  remove  it  before 
transfering  the  file. 

The  next  step  is  to  upload  your  files  to  your  domain. 
Most  control  panels  offer  this  through  some  kind  of 
.ftp  manager.  I  like  to  use  an  .ftp  software  called 
wsjtp95  that  you  can  find  on  die  Internet.  You  can 
find  a  variety  of  .ftp  softwares  or  just  use  what  your 
control  panel  offers. 

Move  the  entire  directory  of  WordPress  over  to  your 
domain.  If  you  want  your  WordPress  frontpage  to  be 
the  page  that  people  see  when  they  type  in  your 
domain  name,  then  move  the  file  in  the  basic  struc¬ 
ture  of  the  domain.  Or  you  can  create  a  folder  on  your 
domain  to  move  all  the  files  into. 

Tip:  You’ll  have  to  remove  any  index.html  pages 
that  are  on  your  domain  if  you  want  the  front  page 
of  Worpress  to  be  your  index  page. 

I  will  usually  move  one  directory  at  a  time  so  the  .ftp 
software  doesn’t  crash.  I’ve  only  had  this  happen  once 
(when  I  tried  to  move  everything  at  once)  so  now  I 
move  each  directory  and  then  the  base  files. 

Once  you’ve  moved  everything  over  to  your  domain, 
it’s  now  time  to  do  the  final  setup. 

Open  your  browser  and  type  the  name  of  your 
domain  and  add  /wp-admin/install.php  to  it. 

It  should  run  through  a  setup  and  give  you  a 
username  and  password.  Write  these  down  next  to 
your  database  information;  you’ll  need  this  to  work 
on  your  blog. 

Then  It  should  pull  up  a  login  page. 

Type  In  your  password  and  have  fun  browsing 
around  WordPress's  dashboard.  This  Is  where  you'll 
spend  a  lot  of  time  writing  and  creating  pages  for 
your  site.  We'll  go  over  each  item  in  the  dashboard  in 
a  future  chapter  but  for  now  look  at  Themes  where 
you  change  the  look  and  feel  of  your  site.  WordPress 
offers  hundreds  of  themes  to  download  for  free.  But  if 
you're  publishing  comics  in  your  blog,  you'll  need  to 
go  to  http://mindfaucet.com/ComicPress/  and  down¬ 
load  ComlcPress. 

The  ComlcPress  theme  was  created  by  Tyler  Martin, 
a  comic  web  publisher  himself.  Tyler  designed 
ComlcPress  so  that  he  could  use  WordPress  to 
publish  his  comic.  The  great  thing  about  Tyler  is  that 
he  created  a  site  to  give  ComlcPress  away  to  other 
publishers.  There's  also  a  forum  so  publishers  can 
communicate  with  each  other  for  help  and  tips. 

We  are  working  with  Tyler  on  two  new  ComicPress 
formats  that  he’ll  be  announcing  soon. 


Setting  Up  Your  Database 
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Breakdowns 
of  a  Sketchcard 

by  Uko  Smith 

1.  How  to  make  a  drawing  exciting  in  such  a  small 

The  thing  that  I  think  about  foremost  is  the  personality  of 
the  character.  I  do  a  bit  of  research  on  the  character  if  I 
don’t  know  that  much  about  him/her.  After  I  find  out  their  abilities  I  scrounge  around  for  a 
story.  If  I  can't  find  one  handy,  I  usually  make  one  up  on  the  spot. 

I  then  start  to  think  about  the  layout  and  what  I  can  do  to  make  the  character  and  card  as 
collectible  as  I  can.  Fbr  instance,  I  particularly  liked  the  Catwoman  and  Batgirls  that  I  did  on 
motorcycles.  I  figure  that  since  I  love  to  illustrate  vehicles,  I  might  as  well  throw  some  down  on 


Sketch  Cards 


the  cards.  If  I  didn't  put  a  bike  in  with  the 
Batgirls,  I  would  at  least  put  a  motorcycle 
helmet  in  there  for  good  measure.  Now  the 
biggest  challenge  of  this  is  how  to  make  it 
interesting.  So  that's  when  knowing  perspec¬ 
tive  and  the  interesting  angles  of  a  bike  can 
make  it  work. 

Also  knowing  and  having  a  good  sense  of 
color  helps  quite  a  bit  as  well.  For  myself,  I 
prefer  a  simple  palette  of  pastel  colors  if  I 
can  get  away  with  it.  I  don’t  like  to  use  too 
many  colors  cause  I  like  a  softer  look. 

2.  Single  card  v.  Triptychs  or  multiple 
characters 

The  single  cards  are  pretty  simple  in  the 
sense  that  I  don’t  have  to  show  anyone  else  in 
the  space  for  him/her  to  interact  with.  The 
single  characters  also  can  be  the  hardest  at 
times.  I  try  to  think  about  15-20  different 
scenarios  for  them,  so  they  can  be  placed  in 
the  best  possible  position.  The  triptychs  I 
know  I'm  not  going  to  do  a  lot  of  so  I  put  in 
as  much  as  I  can  to  make  that  one  particular 
set  of  cards  interesting,  as  I  did  with  the  nine 


piece  Justice  League  for  the  DC  Legacy  set. 
The  thinking  on  this  is  that  I've  always  wanted 
to  do  a  big  combo  piece  of  characters  and 
what  better  choice  than  with  the  Justice 
League.  I  figured  the  most  I  could  do  on  a 
single  card  was  three  characters  from  the 
torso  up.  Of  course  when  I  finished  the  first  3 
cards,  I  thought  I  was  going  to  be  done,  but  I 
started  thinking  about  the  card  collector 
books  that  people  purchase  with  the  sleeves.  I 
figured  it  would  be  cool  to  get  some  collectors 
to  try  and  achieve  collecting  the  whole  set. 

My  favorite  triptychs  were  the  Batman/Riddler 
“can  you  hear  me  now”  and  the  Flash/Kid 
Flash/Superman  Race-to-the-Finish-Line 
cards.  On  that  particular  set,  I  thought  about 
the  Superman  animated  series  that  came  out 
earlier  this  century  with  the  episode  of  who  is 
faster,  him  or  the  Flash.  Great  episode  and  a 
great  story. 

For  the  Batman/Riddler  set;  it  was  really  late, 
about  2:00  a.m.  and  the  ice  tea  was  kickin'  in 
and  I  was  feeling  a  bit  silly.  All  of  a  sudden 
that  image  just  popped  into  my  head.  As  I  was 
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doing  the  Riddler  set  at  the  time,  the  idea  and 
creation  just  flowed  and  it  was  kind  of  a  no- 
brainer  to  put  those  two  in  that  particular 
storyline.  I  thought  It  was  funny. 

3.  Step-by-Step 

a.  Think  about  the  character  that  I  want  to 
work  on 

b.  Collect  some  reference  material  on  the 
character 

c.  Think  of  scenarios  or  storylines 

d.  Start  laying  out  multiple  cards  in  pencil 
in  bunches.  Usually  around  8-10  and  then 
start  inking. 

e.  Once  I  finish  inking,  start  coloring  with  a 
base  of  light  colors,  then  dark  colors  and  then 
any  highlights  or  special  effects. 

f.  After  I  get  ten  or  so  completed,  I  start 
scanning  and  start  the  process  over  again. 

4.  Materials  used 

-Mechanical  pencil  .5  H  lead 

-Copic  markers 

-Pitt  Pens-B,S,M 

-Watercolors  used  as  a  base  on  some  cards 


5.  Prep  Time 

-Normally  the  first  card  of  the  day  is  what 
usually  takes  the  longest.  Looking  back  it 
would  take  about  40  min.  to  get  the  first  card 
completely  finished.  That  was  usually  the 
warm  up  for  me  to  get  the  subsequent  cards 
done  in  about  20  min.  from  pencil  sketch  to 
the  finished  colors.  When  I  would  start  the 
cards  for  the  day  I  would  set  out  to  do  about 
20  per  day.  But  as  the  deadlines  got  closer  I 
was  doing  close  to  30  per  day.  After  what  I 
thought  would  be  about  550  cards  I  would 
complete  on  this  set,  I  got  a  call  to  see  if  I 
could  perform  more  artwork  for  this.  And 
since  I  was  having  so  much  fun  there’s  no  way 
that  I  could  turn  down.  The  remaining  200 
cards  I  got  100  per  week  in  the  mail.  I  would 
get  them  on  a  Monday  and  wouldn’t  start  on 
them  until  about  Thursday  because  of  other 
freelance  work  I  had  to  do  at  the  time.  I  re¬ 
member  specifically  that  during  those  two 
weeks  I  would  knock  out  53  in  a  24hr.  period 
and  another  64  in  another  24hr.  period  a 
week  later.  The  latter  Is  where  the  nine-piece 
Justice  League  idea  came  from.  That  was 


Sketch  Cards 


completed  on  the  last  day  when  I  had  to  make 
It  to  FedEx  to  get  It  to  the  offices  on  Tues. 
morning.  I  remember  knocking  out  some  of 
the  headshots  from  pencil  to  color  in  roughly 
5-10  minutes.  I  was  doing  so  much  in  a  short 
period  of  time  towards  the  end  that  I  was 
fortunate  enough  to  have  my  girlfriend  scan 
some  of  the  cards  in  for  me  so  she  could 
make  it  to  FedEx  while  1  was  finishing  up  on 
other  cards.  In  total  I  ended  up  with  750 
cards,  which  I  think  came  out  pretty  nicely. 

The  Justice  League  cards  that  I  completed 
in  that  64  card  stretch  in  24hrs.  are  what  took 
the  longest.  I  didn't  think  it  would  take  so  long 
with  those.  Each  card  took  about  45  minutes. 
More  than  what  I  would  have  liked  but  I  be¬ 
lieve  it  was  worth  ft.  I  truly  believe  in  giving 
not  only  the  customer  a  good  product  but  to 
let  the  offices  at  DC  and  Rittenhouse  know 
that  I  was  having  a  great  time  with  these 
cards,  which  I  truly  feel  they  appreciated. 

The  response  that  I  received  from  fellow 
artists  and  collectors  really  felt  great.  It 
makes  me  feel  really  good  knowing  people  are 
enjoying  my  work. 


There  were  times  that  I  would  stay  up  late 
to  work  on  these  cards  and  I  would  drink  like 
a  12-pack  of  Nestea  Ice  Tea  (which  is  my 
favorite).  That  kept  me  going  since  I  really 
don't  drink  coffee. 

I  know  that  to  do  these  cards  in  such  a 
short  time,  my  ability  to  sketch  really  quickly 
was  a  tremendous  asset  in  getting  these  cards 
completed.  If  anyone  wants  to  get  into  the 
business  of  sketch  cards.  I  would  truly  recom¬ 
mend  training  and  challenging  yourself  to 
putting  down  ideas  fairly  quickly.  This  is  what 
I  preach  when  I  talk  to  my  figure  drawing 
class.  Like  I  said  earlier,  my  ideas  in  pencil 
would  take  anywhere  between  2-5  nun.  and 
then  another  10  min.  for  inking  The  remain¬ 
ing  time  would  be  adding  the  colors,  which 
would  round  out  to  about  20-25  min.  at  the 
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Book  Reviews 

On  The  Shelf 

by  Bill  Nichols 


Akira  Club 

by  Otomo  Katsuhiro 
Dark  Horse 

I  Having  been  a  fan  of  Akira  for  some  time,  I  was 
I  pleased  to  see  a  volume  that  shows  off  some  of  the 
uncling  artwork  from  the  series.  There  are 
sections  in  the  book  that  include  notes  by  Otomo, 
'*  ustratingthe  thought  behind  the  pieces,  collec¬ 
tions  of  the  title  pages  along  with  illustrations  and 
md  pieces  from  the  series  and  merchandis¬ 
ing,  and  some  unpublished  work,  which  was  my  personal  favorite  section. 
A  worthy  volume. 
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The  Artist  Within 

by  Greg  Preston 
Dark  Horse 
$39.95 

One  of  the  features  thj 
bring  into  the  mix  of  Sketch  Magazir 
gp£gi£0  was  a  look  into  the  studios  of  various 
a  creators.  My  thinking  is  that  you  can 
sometimes  tell  something  about  an  artist 
•  by  the  environment  in  which  he 
orks  and  thereby,  grasp  an  idea  of 
ce  of  inspiration  (and  perspiration). 

This  book  shows  photographs  by  Greg  Preston  of  100  artists  from  the 
late,  great  Jack  Kirby  to  (still  great)  J.  Scott  Campbell,  almost  every  artist 
in  his  or  her  workspace,  surrounded  by  books,  statues,  whatever.  There 
are  a  thousand  details  to  take  in,  and  then  you  look  again  and  realize 
you’re  hying  to  read  the  titles  of  the  books  on  the  shelves. 

But  in  some  you  get  to  see  their  drawing  table  and  what  might  be  on  it. 
That's  a  payoff  for  me. 

I  love  this  book. 

The  Art  of 

Matt  Wagner’s  Grendel 

Dark  Horse 
$39.95 

I  thought  I  always  preferred  Matt  Wagner’s  Mage 
to  Grendel  Mage  speaks  to  the  subject  of  the 
hero  while  Grendel  goes  into  the  darker  stuff. 
Perhaps  I  thought  I  was  above  that,  but  I  guess 
not,  because  I  really  like  Grendel,  too. 

This  book  goes  through  Grendel  from  the  very 
beginnings  of  the  character  and  the  titles.  Matt 
ed  to  show  the  sides  of  the  our  personalities  from  all  these 
3  illustrated  right  here  for  you.  Check  this  out  if  you  are  a  fan 
the  title  he  brought  to  life. 


fe  carry  a  large  line  of 
comic  book  art  supplies 
including  the  complete  line  of 
Blue  Line  Pro  products. 

We  have  a  huge  selection  of  Manga  art 
supplies  including  nibs,  inks  and  screen 
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Limited  Edition  Hardcover  and  Softcover 
NOW  AVAILABLE! 

Get  them  signed  and/or  sketched 
Exclusively  at 

BLOODANDROSES.COM 
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